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JARNING: PLEASE CAREFULLY READ THE PRECAUTIONS _ 
OOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO? HARDWARE SYSTEM, GAME DISC OR 

ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. at 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


| 
AWWARNING - Seizures i 


Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. i 
Anyone who has had a seizure, loss of awareness, or other symptom linked toan — 
epileptic condition should consult a doctor before playing a video game. 7 
Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 
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To reduce the likelihood of a seizure when playing video games: 


1. Sit or stand as far from the screen as possible. 

2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 

4. Play in a well-lit room. 

5. Take a 10 to 15 minute break every hour. 


A WARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

If your hands, wrists or arms become tired or sore while playing, stop and rest 

them for several hours before playing again. 

* |f you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AA WARNING - Electric Shock 


To avoid electric shock when you use this system: 


Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AM CAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AM CAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 


and sticks to allow them to return to the L Button R Button 


correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 4 & 


simultaneously for 3 seconds. 


Control t 


Stick C Stick 


This official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 
buying games and accessories to ensure 
complete compatibility with your 
Nintendo product. 


Official 
Seal of Quality 


All Nintendo products are licensed by sale for use only with other authorized 
products bearing the Official Nintendo Seal of Quality. 


THIS GAME REQUIRES A 


LZ MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS 


Memory OR STATISTICS. 
Card 


THIS GAME SUPPORTS 
GAME PLAY USING ONE 
PLAYER AND CONTROLLER. 


1 Player 


THIS PRODUCT HAS BEEN RATED BY THE 
ENTERTAINMENT SOFTWARE RATING BOARD. FOR 
INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE 
RATING, PLEASE CONTACT THE ESRB AT 
1-800-771-3772, OR VISIT WWW.ESRB.ORG. 


Mild Violence 
Comic Mischief _ 


LICENSED BY 


NINTENDO, NINTENDO GAMECUBE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 
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Shrek? may learn the following special attacks: 
*Hold Y Button before releasing Super Punch 
*X Button (while jumping) Belly Flop Attack 


Starting a New Game 


From the title screen, press START or A Button. If this is your first 

time playing Shrek® Extra Large, you will be given the option to 
create a new game file. Press the A Button, and you will be prompted 
to enter a name for your game file. Use the + Control Pad or Control 
Stick to make your selections, and the A Button or START to confirm 
them. Highlight and confirm the “OK” selection when you are ready 
to proceed. 


If the game remains inactive on the title screen, you will 
automatically be taken to the game demo. Press any button to exit 
back to the title screen from demo. 


Loading a Saved Game from the 


Nintendo GameCube™ 
Memory Card 


If you have a Memory Card inserted, Shrek? Extra Large can save 
your game progress to the Memory Card automatically every time 
you complete a mission. 


If there are saved Shrek? Extra Large games on your 

Memory Card, you can load them later and continue on your quest. 
Again, press START from the title screen. A list of your previously 
saved games is displayed beneath the New Game option. Each 
saved game also lists the amount of the game finished as a 
percentage. 


Select the game file that you would like to continue from with the + 
Control Pad or Control Stick. Confirm your selection with the A 
Button or START. 


Note on Automatic Save: Automatic Save will be disabled if it 
detects that there is no valid Memory Card present. If a valid 
Memory Card is inserted later, Automatic Save will remain 
disabled. However, you can always save your game by 
selecting Save Game from the Pause Menu. 


D. TheStory ee 


It seems that the evil sorcerer has captured the lovely Princess 
Fiona™ and has her locked in his Dark Tower Fortress of Pure 
Evil... Wha ha ha ha! 


In order to face off with the sorcerer, Shrek? must first defeat The Ice 
Queen and recover the sorcerer’s crystal ball from her. The only way 
to find The Ice Queen is to follow her trail of snow and ice across 
the Fairy Tale Lands. 


The World Map 


After mastering your moves in the Training Grounds, or when loading 
from a saved game, you willbe transported to the World Map. The 
World Map contains 3D models representing each of the ten Fairy 


um DUM. 


MPAXESTIONAO)/N.d » 


A chilly fog obscures many of 
the locked lands on the World 
Map. 


You begin your quest in the Enchanted Forest where Monsieur 
Hood and his merry men reside. Use the Control Stick to 
maneuver close to the world you would like to enter and walk into 
the Magic Mirror icon that appears next to the land. 


| Fairy Tale Lands 


Shrek's Swamp A.K.A. 
The Training Grounds 


Home Sweet Swamp. This stinky bog is where the big green fella 
puts up his heels when not running around on missions. Finish your 
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training and you will gain access to the Enchanted Forest. Go to the 
ogre training pits within Shrek®’s Swamp and the Magic Mirror will 
guide you through some basic exercises to help you get into shape. 
This will also help the user learn the basic controls and game play 
concepts of Shrek? Extra Large. Periodically you will be returned 

to Shrek?'s Swamp to learn new moves. 


Once you have completed all of 
the tasks in the Training Grounds, 
jump into the Magic Mirror and it 
will transport you to the World 
Map. 


Enchanted Forest 


This magical forest is a gloomy 
and old part of Fairy Tale Land. 
The foliage is so thick, only a few 
rays of sunlight simmer through 
here and there. When traveling 
through the Enchanted Forest 

J make sure to steer clear of the 

>] merrymen and the disgruntled troll: 
Help Red in the Enchanted Forest 
and she will show you the way to 
Mother Goose Land. 


Mother Goose Land 


Mother Goose Land is the home 
of that really rude egg guy, 
Humpty Dumpty, Bo Peep, and lots 
of other infamous nursery rhyme 
characters, all with a twist. Help 
the inhabitants of Mother Goose 
Land and they will show you the 
way to Sweetsville. 


i Sweetsville Industrial Park in" 
Sweetsville Industrial Park is a treat for the eyes as well as the taste 


Creepy Crypt 


A favorite hangout of many Halloween spirits during the off-season, 


buds of any sweet-toothed ogre. This land is awash in molasses ai ihe Creepy Crypt houses the remains of some of the most restless 
waterfalls and rivers of goo, red licorice girders, parfaits, fluffy id dead in all of the Fairy Tale Lands. It is populated with creepy crawly 
donuts, and more. But all is not pure sweetness; wrench-wielding bugs, not fo mention menacing witches and groovy skeletons. 
workers: slingshot vandals, and the towering buffoon, iiis Successfully navigate the Creepy Crypt and you will be granted 

are waiting to defeat you. Bring peace to Sweetsville Industrial Pa 


access to the Crown Prince's Castle. 
and gain access to Molasses Sewers. 3 


Molasses Sew 
“a Home of the lazy prince and the 


The Ice Cream Queen has taken over the dank and twisting Molasses peeved princess, Crown Prince's 

Sewers. Now, ifs up to everyone's favorite ogre to put things right, Castle is a frenetic fortress of fops 
but beware of the ice cream guards. Defeat The Ice Queen in and fairies. Boot the prisoners out 
Molasses Sewers and she will reveal the path to the Lonely Mountain. the window, foil the burly keeper, 


and entertain a prince in a 
swirling melee of medieval " 
madness. Help the Crown Prince E 
and he will show you the way to the Blue Dragon Castle. 


Blue Dragon's Castle 


The powerful Blue Dragon circles 

high in the air above this castle. 

Help light the smoldering dragon 

pots with the flaming toilet 

plungers and get the Great 

Dragon Festival underway in royal 

y style! Gain access to The Dark 

49] Tower Fortress of Pure Evil 

J (Wha ha ha ha!) by helping the 
mighty Blue Dragon. 


oer Mountain ] 


The Lonely Mountain is a magical | 
place of hidden treasures and 

their guardians. This windswept 

peak holds many as well as a few 

of the more lonesome inhabitants 

of Fairy Tale Land. Only Jorm 

the Giant can show you the 


way to the Creepy Crypt. 1 ti 


The Dark Tower Fortress of 
Pure Evil...Wha ha ha hal!!! 


The dark tower fortress lair of the wicked sorcerer is shrouded in 
mystery and dripping with danger...and some stinky fog! Only the 
bravest, strongest, and gassiest of fairy tale ogres stands a chance of 
emerging victorious. 


The Mission Book 


To aid you in your quest to rescue Princess Fiona™, you have a 

magic book in which to record your travels, sometimes referred to as 
the Mission Book. Complete missions listed in the Mission Book, and 
you will be led to The Dark Tower Fortress of Pure Evil (Whahahaha!) 
and your precious Princess Fiona™. 


The Mission Book opens automatically when an inhabitant of Fairy 
Tale Land needs your attention. The book's table of contents shows 
the mission that you can accomplish in each land. Use the Control 
Pad or Control Stick to highlight the name of a mission, then press 
the A Button or START to advance to that part of the book. Reading 
the story will give you a clue about the selected mission that 
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eeds your attention. The bookmark keeps track of the missions that 
ave already been accomplished. 


ressing the A Button will advance you to the next page in the story. 

t the end of the story, pressing the A Button will return you to the 
;ook's table of contents. Pressing the B Button will return you to the 
ast page you were reading. Pressing START at any time will close the 
00k, returning you to normal gameplay. 


You can review the missions at any time by pausing the game and 
electing Mission Book from the Pause Menu (see page 15 for more 


nformation). 


How to Pla 
Screen Displa 
Shrek®'s mn Completed 
Heart Missions 
Pepper Meter 
eter 


At any time during normal gameplay, pressing left or right on the + 
Control Pad will display all meters: Shrek®'s Heart, the Gas Meter, 
and the Chili Pepper Meter. Pressing up or down on the + Control 
Pad will display your mission progress. The round markers on the 
right side of the screen indicate how many missions you have 
successfully completed in the current level. 


Walking and Running 


Use the Control Stick to move throughout the land. Pull and hold the 
L Button in combination with the Control Stick to run even faster. 
This is a great way to get around fast, but watch out because it is a 


little harder to control. 


Basics Camera Controls 


Stick up/down to zoom the camera in and out. When you release 
the C Stick, the camera will stay where you left it until you move 
again. 

Close-Up Camera Mode 
Press the Z Button to move the camera into close-up mode. You can 
use this camera mode to get a better view of your surroundings. You 
can also use close-up mode to better find your way around or to 
better appreciate the spectacular detail of this finely executed video 
game. To rotate the camera, move the C Stick right/left. To look up 
and down, move the C Stick up/down. Pressing the Z Button again 
will zoom the camera back out. 


Jumping 


Pressing the A Button causes you to make a powerful leap into the 


Move the C stick right/left to rotate the camera around. Move the C il 


air. Jump into a wall and press the A Button again to perform a wall. 


jump. Try wall jumping off of nearby objects to attain even greater 
heights. Practice this skill, because you will need it to accomplish 
many of the games missions. To do a long jump, push the L Button 
while running. 


Punching and Kicking j 


Pressing the B Button will cause you to unleash a powerful kick. 
Press the Y Button to punch. Kicks are more powerful than punches, 
ri punches are faster. Also, kicks will launch a character high into 
the air. 


Grabbing and Throwing 
When near another character, press the X Button to grab them. Most 
characters will object to this and wiggle free after a short time, but 
while you have them, you can run with them. Many missions will 
require you to transport characters in this manner. While you are 
holding a character, you can: 

- Press the X Button again to release them. 

- Press the B Button to dropkick them. A dropkicked 
character will fly a lot farther than when Shrek? kicks 
them without grabbing them first. 

- Press the Y Button to hurl them. Again, hurled characters 
travel farther than punched characters. 
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Expelling Gas 


Your body houses powerful gases that can be... released... by 
slightly pressing the R Button. The noxious green fumes that are 
produced will stun nearby characters. Certain missions can only be 
accomplished by expelling gas... go figure. 


Expelling gas displays the Gas Meter in the lower right corner of the 
screen. When the gas is depleted, the light at the bottom of the Gas 
Meter will blink red. Eating half Onions will replenish the gas supply. 
To replenish your gas supply, you will need to pick-up the half 
Onions that are scattered throughout the lands. Onions will reappear 
after time, so you don't have to worry about running out...much to 
the annoyance of the Fairy Tale Lands’ residents. 


Belching 


Pushing the R Button completely causes you to emit a powerful belch. 
‘his normally has no effect on other characters (they're too polite to 
object). But if you eat a Red Chili Pepper, your belches are 
transformed into super-charged fire belches for a limited time. Red 
Chili Peppers go into effect right away... you can't save them. The 
Chili Pepper meter will appear in the lower left portion of the screen. 
When the Chili Pepper meter runs empty, your belches return to their 
normal, non-flammable state. Red Chili Peppers reappear quickly. 
Certain missions can only be accomplished with fire belches. 


Flammable Gas 


As we all learned in science class...and summer camp, gas is 
extremely flammable! Expelling gas and belching fire is not 
recommended... unless you happen to be a large green ogre on a 
rampage! It is possible to torch certain things by using your 
flammable gas. 


Shrek? s Heart 


Each time that you are hit by an enemy; your heart is displayed in 
the upper left corner of the screen. Your heart will also automatically 
appear once it is less than half full. Each hit reduces the amount of 
heart that you have for the mission. Be sure to keep your heart filled. 
Once you are out of Heart, you will be returned to the World Map. 
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Options 


Press the A or START to access the Options Menu. Once you are in 
1e Options Menu, press the B or Back Button to return to the pause 
nenu. 


Rumble Feature - Use the + Control Pad, Control Stick, A Button 
or START to toggle the Rumble between on and off. 

Music Volume - Use the + Control Pad or Control Stick to increase 
or decrease the volume of the music in the game. 


Restart this World 


All uncompleted missions will be reset. Shrek® will return to his 
normal starting point within the world. 


Save Game 


When this happens, you lose progress for any incomplete missions; 
however, you can try again as many times ds you like. You can earn 
more heart by picking-up the heart icons that are scattered 
throughout the lands. Heart icons do not reappear as quickly as 
Onions or Chili Peppers, so learn to conserve them if you want to 
complete missions without having to start over. 

lF you have a Memory Card inserted, Shrek? Extra Large, can save 
our game progress to the Memory Card using this function. 


Quit 


Return to the title screen. Come back soon, Shrek®! 


Hints and Tips 


* Practice your wall jumps! By jumping off of walls, you will be able 
to get to otherwise inaccessible areas. 

* IF you have eaten a Red Chili Pepper, you can light a fart by simply 
crouching with the L Button and expelling gas with the R Button. 

* Keep an eye out for the sparkly trails of evil fairies that may be just 
out of sight. 

* Evil fairies are very hard to catch...because they are evil. Just 
running after them won't do you much good. Watch them for a 
while to learn their patterns. 

* Easter Eggs are well hidden. Keep the camera zoomed out and 
high to see more of your surroundings. If that doesn't work, look 
up in close-up mode. 

* Stunned enemies won't wiggle out of your grasp very quickly. 
Punch and kick them until you see stars around their heads. 


To pause the game, press START. Use the + Control Pad or the 
Control Stick to cycle through the available choices. Press the A 
Button to confirm a selection. Press START to unpause the game and 
save your changes. 


Continue 
Press the A or START to resume play. 


Mission Book 


Press the A or START to access the Mission Book. (See page 11 for | 
more information). 


Exit to Map * Red Chili Peppers don't last long! Plan your fire belch attacks 
PPRNO g y 
Press the A or START to exit to the World Map. You will lose your carefully before picking one up. 
progress for any incomplete missions. (See page 7 for more 


information). 
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LICENSE AGREEMENT 
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UMITED WARRANTY 

TDK MEDIACTIVE warrants that this product will perform substantially in accordance with the accompanying 
written materials for a period of ninety (90) days from the date of receipt. Any implied warranties on the product 
are limited to ninety (90) days. Some states/ jurisdictions do not allow limitations on the duration of an implied 
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purchase. In no event shall TDK MEDIACTIVE’s liability with respect to this limited warranty exceed the cost of 
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